



















































































Orla Kane / Dublin Institute of Technology
E-Portfolios in the Interior 
Design Curriculum 
A Review of the Literature and Development of 
an Implementation Plan to Enhance Practical
Components of the Design Studio
This paper will review the academic literature to establish the rationale behind the integration of an 
ePortfolio into design studio projects, by looking at the challenges many design lecturers currently 
face with various practical teaching methods. This will lead to a discussion of how ePortfolios can 
be used to enhance and enrich these practical teaching methods, by using them to document the 
types of student learning and progression that takes place in the design studio class – which also 
mimic the design process followed in industry: Critique, Collaboration and Reflection. Based on the 
existing literature, this paper argues that these three key stages of interior design project work can 
be enhanced by the use of ePortfolios at each stage, and proposes an implementation plan that 
can be applied to achieve this. It is anticipated that this paper which examines the application of a 
pedagogical tool that has been applied to design studio education will be of interest to interior design
educators, and encourage them to ask discerning questions regarding technology, and perhaps, 
embrace new ways of teaching and learning in the interior design studio. As well as challenging faculty 
in interior design programs, it also hopes to provide insight to employers who regularly seek out 































































































































































































































“They [teachers] can create instruction that 
accommodates different learning levels 
and styles. They can broaden the range of 
detail and resources that are available to 
the learner. Technology becomes more than 
just another way to present information; it 

































































































































































Achieving and Assessing Learning Objectives 
in the Design Studio













































































































































































































































“When designing things, we too often stop 
after the first two steps of the design process: 
coming up with ideas (“imagine”) and making 
them come to life (“realize”).	These two steps 
alone seem like such an accomplishment, 
who could ask for more? But without 
critiquing and reflecting on the things we’ve 
created, we miss out on many important 
opportunities to improve our creations, learn 































































































































Fig. 1 Adapted by the author from the Handbook of 
Research on EPortfolios, Foreword by Dr. Kathryn Chang 
barker, President, FuturEd Consulting Education Futurists, 










































Fig.2 Creative Classrooms concept, The 
Horizon Report 2014














































































































about	their	professors ‘use of technology 





























Concept also reiterate 
how using an e-Portfolio 
to overcome the 
challenges discussed 
here may not only help 
to achieve learning 
objectives, but may 























“Students now view technology, fast 
access and real time interaction as being 
an absolute necessity in their life. Higher 
education has to step up and embrace the 
technology of the day, not just the web, 
but new tablet and mobile devices, that are 
proliferating the world, and directly link them 
into our learning environments, so that
they can get as much out of a tablet or 
device for education that they can for 
entertainment, if not more: to use it as a 
higher education learning device. However, 
the personal side, the personal interaction 
with students is where the real magic
happens. What’s interesting though, is that 
the web is moving from being contentcentric
to more people-centric; people are 
engaging with each other and interacting 
in new ways…..this versus the conventional 
classroom? It all comes down to the quality 















the	‘Net	Generation’:	“Students are no 
longer content with sitting back and being 
spectators of the event, fans of the show. 
They yearn to be part of the performance, 
in on the action.” -	Hsu	et	al,	2011,	p.2.
In	closing,	the	implications	this	research	has	
for	interior	design	education	is	twofold:
•	 Recognition:	of	the	correct	use	of	
technology	and	its	implementation	
within	the	curriculum	and,
•	 Acknowledgement:	of	the	imminent	
presence	of	technology	within	our	design	
studios,	and	how	this	can	be	leveraged	to	
achieve	the	desired	learning	outcomes	
of	a	program,	project	or	field	work	
placement
In	addition,	new	and	innovative	approaches	
to	enabling	collaboration	and	critique	
between	students	on	a	global	level	could	
easily	be	supported	through	a	student’s	
e-Portfolio.	One	such	collaborative	
technology	is	Durham	College	of	Ontario’s	
Global	Classroom.	Linking	classrooms	across	
continents,	the	global	classroom	enables	
students	to	participate	in	virtual	classrooms,	
enabling	them	to	learn	from,	and	share	
with,	students	and	experts	from	around	
the	world	in	real-time,	an	opportunity	
that	most	would	never	have,	if	not	for	the	
global	class.	Facilitated	by	instructors	with	
a	common	learning	outcome	alongside	a	
key	expert	from	the	field,	this	type	of	live	
collaboration	has	the	potential	to	equip	
interior	design	students	with	a	global	
perspective	on	a	specific	design	concept	topic	
that	numerous	interior	design	curriculums	
internationally	may	be	addressing.	The	
quality	of	peer	feedback	would	have	the	
valuable	added	dimension	of	international	
insight.	Increasingly,	‘Global	Citizenship’	is	
a	term	being	included	in	the	list	of	skills,	
knowledge,	and	attitudes	that	university	
graduates	should	possess,	regardless	of	their	
disciplinary	studies	(Schweisfurth,	2014).
Therefore,	new	methods	of	collaboration,	
critique	and	inquiry	such	as	the	Global	
Classroom	concept	appear	to	echo	the	
potential	to	expand	students’	inclusive	
understanding	of	the	IFI’s	message	cited	at	
the	beginning	of	this	paper	of	‘Design	for	
All’,	wherein	good	design	can	enhance	the	
quality	of	life	and	protect	the	health,
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safety,	welfare	and	environment	of	the	
public.	It	is	within	this	international	realm	
where	ethical	imperatives	may	be	further	
embedded	in	students’	design	thinking.	
By	incorporating	new	technologies	such	
as	this,	the	e-Portfolio	has	the	ability	
to	become	more	than	just	a	simple	
collection	of	artefacts	or	digital	record	of	
a	student’s	progress	and	achievements:	
it	has	the	ability	to	encapsulate	the	
collaboration	and	problem-solving	
skills	of	a	global	design	community	–	a	
global	collaborative	design	studio.
With	Smart	Homes,	intelligent	Building	
Management	Systems	and	3D	Printing,	social
media	and	mobile	app	computing	will	
become	standard	tools	of	the	trade	for	
designers.	They	will	be	designing	interactive	
spaces	using	touch	screens	that	will	connect	
internal	and	external	networks,	and	can	
be	used	as	digital	imagery	displays	when	
they	are	otherwise	not	in	use.	More	of	
the	products	they	design	and	specify	will	
incorporate	smart	technologies,	all	linked	
to	a	single	controlling	device,	such	as	a
smartphone	or	tablet	(Henry,	2011).	It	is	
hoped	that	this	research	will	act	as	an	insight	
to	interior	design	educators	to	move	design	
studio	practice	forward	-	but	by	allowing	the	
students	to	construct	their	own	futures.
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